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SYSTEM AND METHOD FOR
NEIGHBORHOOD OPTIMIZATION FOR
CONTENT RECOMMENDATION

RELATED APPLICATION 5

This application claims priority from U.S. provisional
patent application Ser. No. 60/835,020, filed Aug. 1, 2006,

incorporated herein by reference.
10

FIELD OF THE INVENTION

The present invention relates generally to systems and

methods tor content recommendation.
15

BACKGROUND OF THE INVENTION

Systems and methods have been developed to recommend
content to users of home entertainment systems based on
ratings of the content from neighbors (e.g., other home sys-
tems 1n a cable TV system or other entertainment network). It
will readily be appreciated that to recommend content to a
particular user, selecting the neighborhood members 1s
important, because 1f the wrong neighborhood 1s used, the
recommendations may not be very useful to the particular
person to whom they are made.

20

25

As understood herein, current methods of neighborhood
selection are not as optimum as they might be. For example,
in collaborative filtering (CF), opinions from users 1n the form
of ratings of items are collected, and when the system 1s asked
for a recommendation, the system identifies similar users
based on, e.g., stmilarity of demographics to suggest the
items these users have liked 1n the past. This method 1s based
only on the judgments of the user neighborhood.

User similarity can be estimated using cosine-based simi-
larity between two users, but as recognized herein, relying
solely on this method, the number of neighbors typically must
be defined in advance without any good way to know how
many neighbors 1s optimal. Thus, the number of neighbors
typically 1s fixed 1n advance without knowledge of the opti-
mum number of neighbors that might benefit an 1ndividual
user. Complicating the 1ssue 1s the fact that the total number of
ways of forming a reasonably sized neighborhood of one
thousand other users 1s greater than the number of atoms in
the known unmiverse, so that, as recognized herein, at best a
pseudo-optimal neighborhood feasibly can be defined. It1s to
this problem that the present invention 1s directed.
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SUMMARY OF THE INVENTION 50

A method 1s disclosed for recommending content to a
home system for display of the content on a display device of
the home system. The method includes defining a neighbor-
hood of other users using a cost function described below, and 55
based on the neighborhood, providing at least one content
recommendation to a user of the home system.

In some embodiments one term of the cost function repre-
sents a sum of rating similarity scores from entities of the
neighborhood and related to content items viewed by the user. 60
The cost function may be normalized. If desired, the rating
similarity scores can be cosine-based similarity scores, and
the cost function can be optimized using a stochastic method
such as simulated annealing. In some embodiments the simu-
lated annealing can be undertaken using operators described 65

below and referred to as “move”, “swap”, “swap-swap’’, and
“swap-move”.

2

In another aspect, a system receives ratings from entities
that collectively comprise potential neighbors of a subject
user 1n a neighborhood. The system returns content recom-
mendations to the subject user based thereon. The system
includes at least one server that 1s programmed to stochasti-
cally establish a pseudo-optimum neighborhood based on the
ratings, and to return content recommendations based on the
neighborhood.

In yet another aspect, a computer iteratively computes a
cost function representing a sum of rating similarity scores
from entities of a neighborhood of a home entertainment
system and related to content 1tems viewed by a user of the
home entertainment system. The neighborhood 1s used to
recommend content to the user of the home entertainment
system.

The details of the present invention, both as to 1ts structure
and operation, can best be understood 1n reference to the
accompanying drawings, in which like reference numerals
refer to like parts, and in which:

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 1s a block diagram of a non-limiting system 1n

accordance with the present invention; and
FIG. 2 1s a flow chart of the present logic.
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DETAILED DESCRIPTION OF THE PR.
EMBODIMENT

Referring mitially to FIG. 1, a system 1s shown, generally
designated 10, that includes a content provider server 12 such
as but not limited to a cable head end server that can provide
content 1n an intelligent way to a primary user home system
14. The primary home system 14 may include one or more
multimedia display devices such as televisions and/or com-
puters and one or more multimedia or content data stores such
as DVRs and disk players such as digital video disk (DVD) or
Blu-Ray players, etc. that can supply content for display on
the display device. Without limitation, the user system inter-
face may be implemented by a set-top box. In lieu of or 1n
addition to a STB, the user system interface may also be
implemented by an Internet connection device such as a wired
or wireless modem or other type of wide area network con-
nection. Thus, communication between the primary home
system 14 and servers described below may be via Internet
and/or TV cable and/or broadcast links, both terrestrial and
satellite, and can be two-way, e.g., the primary home system
14 can receive content from the server 12 and communicate
back to the server 12 ratings for particular pieces of content.

As shown 1n FIG. 1, not only the primary home system 14
but neighbor home systems 15 can communicate with the
server 12. Like the primary home system 14, the neighbor
systems 15 can receive content from the server 12 and com-
municate back to the server 12 ratings for particular pieces of
content. The purpose of this invention to define a near-optimal
(“pseudo-optimal™) subset of neighbor systems 15 as a
“neighborhood” of the primary home system 14, the ratings
from which can be used to recommend content to the primary
home system 14. It 1s to be understood that the same process
can be employed for each neighbor system 15, wherein the
neighbor system 15 would be the primary home system 1n the
below-described algorithms.

In the non-limiting implementation shown, the content
server 12 can commumnicate with a neighborhood determining,
server 16 that essentially 1s a computer which executes the
logic below to determine a near-optimal neighborhood. The
near-optimal neighborhood can be sent to a recommendation
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server 18 that can return content recommendations to the
primary home system 14 using the neighborhood in accor-
dance with principles known 1n the art. While three servers
12, 16, 18 are shown, greater or fewer servers can be used.

Turning now to FIG. 2, at block 20 a cost function C 1s
established. In accordance with present principles, the pre-
terred cost function 1s given 1n equation (1). The cost function
1s used to stochastically establish a pseudo-optimum neigh-
borhood based on ratings from the neighborhood systems 15.
The rnight-most sum 1n equation (1) represents the sum of
rating similarity scores (which can use cosine-based methods
or other similarity methods) from the neighborhood systems
15 that are related to content 1tems viewed by a user of the

primary home entertainment system 14, and the middle sum
essentially 1s a normalization factor. Stated differently, the

cost function C to be optimized 1s the sum of scores for all
content 1tems already 1n the primary system 14 user’s bin for
a given neighborhood N, and 1ts range (due to normalization)
1s from zero to one, with one indicating that an 1deally optimal
neighborhood has been found.

{ 3

C = f(N) = LZ _l XZSEm(C, YXF
|V] > |sim(c, ') ’
s€S

) P
\c’eC c'e /

(1)

The above equation in words 1s C (to be maximized)=1/N
times (the sum over all movies s that have been rated) { 1/(sum
over all candidate neighbors 15 in the current neighborhood
of the absolute value of the similarity between the rating from
cach candidate neighbor 15 and the rating from the primary
system 14) times the [(sum over all candidate neighbors 15 1n
the current neighborhood of the similarity between the rating,
from each candidate neighbor 15 and the rating from the
primary system 14) times the rating from the candidate neigh-
bor for the movie being summed]}.

Once the cost function has been defined, the logic moves to
block 22 to define an 1nitial subset of all the neighbor systems
15 as an mnitial “neighborhood” for the primary system 14. A
subset may be selected at random. Proceeding to block 24, the
cost function above 1s calculated a first time.

At block 26, an operator 1s selected with which the neigh-
borhood 1s perturbed. In one non-limiting implementation,
one of four operators may be selected at block 26. A non-
neighborhood one of the systems 15 can be into the neigh-
borhood (“move”), with a “move’ also encompassing remov-
ing a system 15 from the current neighborhood. The second
operator (“swap’’) involves swapping a system 15 who 1s not
in the current neighborhood with a system 15 who 1s, while a
third operator (“swap-swap”) involves swapping a system 15
who 1s not 1n the current neighborhood with a system 15 who
1s 1n the neighborhood twice 1n succession. A fourth operator
(“swap-move”) requires executing a swap then a move 1n
immediate succession.

Proceeding to block 28, after perturbation by an operator at
block 26 the cost function 1s recalculated. Proceeding to
decision diamond 30, 1t 1s determined whether the value of the
cost function increased over the prior value, and if 1t did the
perturbation 1s accepted at block 32. If however the cost
function did not increase at decision diamond 30, the logic
moves to decision diamond 34 to accept or not the perturba-
tion with a probability defined by equation (2). Based on the
probability and a random draw to compare a number with the
probability, the perturbation may be accepted at block 32 or
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not accepted at block 36 1n essence backed out, so that the
neighborhood resumes the membership 1t had prior to per-
turbing 1t at block 26.

(2)

p=g~(change i CVT ywhere “T” is an empirically determined
annealing “temperature.”

Decision diamond 38 determines whether the probability 1s
suificiently low (e.g., below an empirically-determined
value) to indicate that a near-optimum neighborhood has been
attained. If so, the process ends at state 40 to output the
current neighborhood as that on which to base recommenda-
tions to the primary system 14. Otherwise, the logic loops
back to block 26.

If desired, incremental cost function evaluation can be
used, as can lookup tables. Different operators than those set
forth herein may also be used, and fast annealing can be used.
Moreover, a standard user-based cost function solution can be
used to define the mitial neighborhood, and other cost func-
tions may be used.

It may now be appreciated that the present invention can be
used as an enhancement to current engines, €.g., to current
cosine-based similarity engines, without the need for pair-
wise comparison for user/item similarity estimations. Near
optimal (also referred to herein as “pseudo-optimal™) solu-
tions can be obtained using the present stochastic algorithms.
Differently s1zed neighborhoods advantageously can be used
for different users to obtain better solutions can be obtained
than existing methods.

As an alternative to simulated annealing, genetic algo-
rithms, so-called ant colony optimization, and other methods
may be used.

While the particular SYSTEM AND METHOD FOR
NEIGHBORHOOD OPTIMIZATION FOR CONTENT
RECOMMENDATION 1s herein shown and described 1n
detail, 1t 1s to be understood that the subject matter which 1s
encompassed by the present invention 1s limited only by the
claims.

What 1s claimed 1s:

1. A system recerving ratings from entities that collectively
comprise potential multimedia viewing neighbors of a sub-
jectuser 1n a neighborhood and returning content recommen-
dations to the subject user at least partially based thereon,
comprising;

at least one server programmed to stochastically establish

a pseudo-optimum neighborhood based at least 1n part
on the ratings, and to return content recommendations at
least partially based on the neighborhood, wherein the
server defines the neighborhood using a cost function,
wherein the cost function 1s optimized using simulated
annealing, wherein the simulated annealing 1s under-
taken using at least two operators selected from the
group including swapping an entity who is not in the
neighborhood with an entity who 1s 1n the neighborhoo
twice 1n succession (“‘swap-swap”), and executing a
swap then a move 1n immediate succession.

2. The system of claim 1, wherein the server defines the
neighborhood using a cost function, wherein one term of the
cost function represents a sum of rating similarity scores from
entities of the neighborhood and related to content items
viewed by the user.

3. The system of claim 2, wherein the cost function 1s
normalized.
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4. The system of claim 3, wherein the rating similarity
scores are cosine-based similarity scores.

5. A computer iteratively computing a cost function opti-
mized using simulated annealing and representing a sum of
rating similarity scores from entities of a neighborhood of a
home entertamment system and related to content items
viewed by a user of the home entertainment system, the
neighborhood being used to recommend content to the user of

the home entertainment system, wherein the simulated 10

annealing 1s undertaken at least in part by swapping an entity
who 1s not 1n the neighborhood with an entity who 1s 1n the
neighborhood twice 1n succession (“swap-swap™).

6. The computer of claim 5, wherein the cost function 1s
normalized.

6

7. The computer of claim 6, wherein the rating similarity
scores are cosine-based similarity scores.

8. The computer of claim 5, wherein the cost function 1s
optimized using a stochastic method.

9. A computer 1teratively computing a cost function opti-
mized using simulated annealing and representing a sum of
rating similarity scores from entities of a neighborhood of a
home entertainment system and related to content items
viewed by a user of the home entertainment system, the
neighborhood being used to recommend content to the user of
the home entertainment system, wherein the simulated
annealing 1s undertaken by swapping an entity who 1s not 1n
the neighborhood with an entity who 1s 1n the neighborhood
twice 1n succession (“‘swap-swap”’).
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